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Sport games

Role—-playing

Adventure

Fighting
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Strategy

Family entertainment

Casual

Other games /| compilations
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Unity Game Engine Library + O

Reset is called in the Editor when the script is attached or reset. | Reset

N

Awake |

T
OnEnable

R 4

Start is only ever called once for a given script. | Start )
——4——

———

Y
FixedUpdate

The physics cycle may happen more than ence per frame if \ I
the fixed time step is less than the actual frame update time. ('yield WaltForFixedUpdats )

I
Internal physics update A

- 1
( OnTriggerXXX

2 |
( OnCollisionXXX

_—————
OnMouseXXX
Update
( yield null
Ifa cc;:outine ha§ yie\d;d pr‘e\/imijs\y‘ but r\‘s now duie ':0 6 yield WaitForSeconds :
1 ition t 1l i of t =
resume then execution takes place during this pa u?adati b Jield WIW

(" yield StanCoroutine )
. ;
Internal animation update

E | :
[ LateUpdate )

[ OnWillRenderObject )
g OnPreCul )
i OnBecameVisible ) )]
( OnBecamelnvisible )
] OnPreRender )
d OnRenderObject

OnPostRender

Editor

Initialization

Physics

Input events

Game logic

Scene rendering

OnRenderimage

OnDrawGizmos is only called while working in the editor

OnGUL s called multiple time per frame update

OnApplicationPause is called after the frame where the
pause occurs but issues another frame before actually pausing.

OnDisable Is called only when the script was disabled during

the frame. OnEnable wil be called i it is enabled again.

)

OnApplicationPause |

Y

OnDrauiGizmos Gizmo rendering
GUI rendering
{“yieldWaitForEﬂdOfFrame:; End Of frame

o

Pausing

OnDisable

Disable/enable

y

OndpolcatonCut )

P Decommissioning

OnDisable

OnDestroy



Unity Game Engine Library +
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Reset is called in the Editor when the script is attached or reset. | Resst — d !'t@ r

'.r Awake 3
: & 3

(o ) Initialization

- ! .
Start is only ever called once for a given script. | Start ]

£ 1 ™
FixedUpdate 5
: b 3
[ yield WaitForFixedUpdate |
¢ ; .
Internal physics update 4 P h i Tal=
SICS
= | | y
[ OnTriggerxxx
s I
( OnCollisionX XX

The physics cycle may happen more than once per frame if
the fixed time step is less than the actual frame update time.




Unity Game Engine Library + O

!

T Input events

v

Update

[

.‘ yield null

If a coroutine has yielded previously but is now dueto [ yield WaitForSeconds
resume then execution takes place during this part of the -

update. ':.._- yield WWW I {3 a rri @ IOQ i C

[ yield StartCoroutine

|
Internal animation update

|

LateUpdate ' )

"

OnWillRenderObject |
OnPreCull

OnBecameVisible )

OnBecamelnvisible ) :
ke ) Scene rendering
OnRenderObject
OnPostRender

I OnRenderimage )
. . .




Unity Game Engine Library + Opi
b 2

OnDrawGizmos is only called while working in the editor.

OnGUI is called multiple time per frame update.

OnApplicationPause is called after the frame where the
pause occurs but issues another frame before actually pausing.

OnDisable is called only when the script was disabled during

the frame. OnEnable will be called if it is enabled again.

OnDrawGizmos l G EZ m 0 r@' n (j @' ri n g

v

GUI rendering

yield WaitForEndOfFrame l E N d Of fra me

4

OnApplicationPause } P a U S i n g

OnDisable ) Disable/enable

A 4

GnAppIicatibnOuit

v Decommissioning

OnDisable

v

OnDestroy



NGUI Library + Asset

Talent Selection
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Xamarin and VionoGame

I
h :
¥ |
C# ] ]
b ]
i ]
: : ]
Game I :
“Engine” :: MonoGame - Replacement to XNA -
|
1 |
L |
: ' Xamarin.iOSs Xamarin.Android jL
Runtime | . I
e I Xamarin.Mac (was Mono (was Mono |
Y : Touch) Droid) |
I
L |
! |
0sS ! I
L I
L |

1) Original Solution: CH#on XNA, using .NET for Windows Phone OS.
2) Ported Solution: C#on MonoGame, using Xamarin.Android for Android OS.




Graphic Art works from Unity
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http://www.youtube.com/watch?v=NVrXy1dVEnM
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My Applications (1) mare »
Tizen Application ‘

Application Title Price {($) Download Status Updated
BT
*3 Dead Spirits Free 5,799 On Sale 2k 30, 2016

23. Robin's Run
g *4.23.92 MB L

f=

24. Dead Spirits
*4.028.05MB >

FEERE

25. DotDot
- %2.9]0.27 MB L
=1
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